WARNING: READ BEFORE USING YOUR PLAYSTATION?2 COMPUTER 
ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation 2 console, may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously undetected epileptic 


symptoms even in persons who have no history of prior seizures or epilepsy. If you, ° 
or anyone in your family, has an epileptic condition, consult your physician prior 

to playing. If you experience any of the following symptoms while playing a video 
game — dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement, or convulsions — IMMEDIATELY 
discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment 
America may damage your console and/or invalidate your warranty. Only official or 
licensed peripherals should be used in the controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 
¢ This disc is intended for use only with PlayStation 2 consoles 
with the NTSC U/C designation. 
¢ Do not bend it, crush it or submerge it in liquids. 
e Do not leave it in direct sunlight or near a radiator or other source of heat. 
e Be sure to take an occasional rest break during extended play. 
¢ Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint-free, 
soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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GETTING STARTED 


MEMORY CARD slot 2 


MEMORY CARD slot 1 ——————_—_———_———————. disc tray 
: = RESET button 


OPEN button 


USB connector 


controller port 1 _ | * Note: Illustration may not match all 

controller port 2 - PlayStation 2 console types. For owners of 
SCPH-70000 series PlayStation 2 systems, refer 
to the setup instructions supplied with your system. 


Set up your PlayStation®2 computer entertainment system according to the 
instructions in its Instruction Manual. Make sure the MAIN POWER switch 
(located on the back of the console) is turned ON. Press the RESET button. When 
the power indicator lights up, press the OPEN button and the disc tray will 
open. Place the TY THE TASMANIAN TIGER™ 3: NIGHT OF THE QUINKAN disc 
on the disc tray with the label side facing up. Press the OPEN button again and 
the disc tray will close. Attach game controllers and other peripherals, as 
appropriate. Follow on-screen instructions and refer to this manual for 
information on using the software. 


Memory Card (8MB)(for PlayStation®2) 

To save game settings and progress, insert a memory card (8MB)(for PlayStation®2) 
into MEMORY CARD slot 1 of your PlayStation®2 system. You can load saved game 
data from the same memory card or any memory card (8MB)(for PlayStation®2) 

containing previously saved games. 


R2 button 


L2 button 
L1 button at S. R1 button 


/ / 

/ } 

| ( 
directional ( 
buttons O 


A button 


left analog stick © button 
(L3 button when pushed down) 
SELECT button X button 
ANALOG mode button C1 button 
START button 


right analog stick 
(R3 button when pushed down) 


TY THE TASMANIAN TIGER™ 3: NIGHT OF THE QUINKAN is best played 
with the DUALSHOCK"2 analog controller. The controller should be 
connected to controller port 1. With this analog controller, the ANALOG mode 
button and mode indicator are always set to ON, indicating that the controller 
is in analog mode. 


When vibration is ON, the controller will vibrate in response to game events. 
You can adjust vibration ON/OFF from the Options Menu. 


INTRODUCTION 
Everything's been quiet since Boss Cass was put back in 
jail... a little too quiet. That is, until the Bunyip Elder turns 
up and tells TY that he needs his help! 


Evil Spirits known as Quinkan have infected the sacred 
land of The Dreaming with their senseless war and only 
TY has the strength to banish them back into the portal 
from which they came. 


Join TY in TY THE TASMANIAN TIGER™ 3: NIGHT OF THE QUINKAN 
and reunite with the Bush Rescue Team, to once again save the day. 


MAIN MENU OPTIONS 

Menu Controls 

Use the directional buttons or left analog stick control to move the red 
highlight bar over your selection. When you find your selection, press the & 
button. 


Main Menu 
Press the 2 button to get to the Main Menu from the Title Screen. 


Load Game 
Select this option to load a previously saved game. 


New Game 
Select this option to start a new game. 


Mini Games 
Select the Mini Games option from the Main Menu, then select Cart Racing or 
Gunyip Battle to play with up to 2 players. 


Options 
Select to make adjustments to the sound, screen, controls, or game camera. 


Extras 
Select to access the game credits, music player, movie player, and developer 
concept art. 


PAUSE MENU 

During gameplay, access the Pause Menu by pressing the 2, button. Navigate 
to your selection within the pause menu by using the directional buttons or the 
left analog stick. 


Callsheet 
Select this option to view mission objectives. 


Game Totals 
Select to view the totals of game items that TY has found, collected and 
bought. 


Options 
Select to make adjustments to the sound, screen, controls, or game camera. 


Science Facts 
Select to view the controls for vehicles like the Shadow Bunyip, Crabmersible, 
and Gunyip. 


‘Rang Stones 
Select this option to view the different ‘Rang Stones TY has collected or 
purchased, and to customize his ‘rangs. 


Exit 
Select this option to exit the level, restart a race, or return to the Main Menu. 


Save Game 
Select this option to manually save your game. 


Map 
Select to view the map for the current level. 


CONTROLS 

Each configuration shown below is the default controller configuration for TY. 
If you're not comfortable with the default controls, you can choose a different 
configuration from the Controls screen on the Options Menu. 


TY CONTROLS 
Move TY in any direction by rotating the left 
analog stick 

Press 9 to Jump 
y Press © to Bite 
Press ® to Throw TY's ‘rang 
Press ® to open the ‘Rang Select Menu, 
rotate the left analog stick to switch ‘rangs 
Press & then press © to Dive Bite 
Press € + then hold &% to Jump and Glide 
Press © when Swimming on the water's 
surface 
Press and hold & to Swim when underwater 
Tap and then hold @ to Swim faster when 
underwater 


Note: Depending on how hard you press the left analog stick in the 
direction you want to move, TY will sneak, walk, jog or run. 


TY CLOSE ‘RANG COMBAT CONTROLS & COMBO MOVES 
Press &% to Jump 

Press © to Bite 

Press ® to Swipe at enemies within close range with 

TY's ‘rang 


TY COMBO ATTACKS 

Press ®@ — Quick Slash 
ay, Press © -— Slower more powerful Bite attack 
PS) Press @ @® — Quick Right Slash, followed by a Left Slash 
Press @ @ @® — Quick Right Slash, followed by a Left 
Slash, then an Uppercut 
Press @ @ — Bites and then Uppercuts 
Press & @©+€ — Jump up then do a finishing move 
(after an uppercut) 


SHADOW BUNYIP 

. Rotate the left analog stick to Move the Shadow Bunyip 
3) in any direction 

b Press € to Jump 

Press ® to Fire Selected Weapon 

Press © to Punch 

Press @ to Change Weapons 

Press € + then hold € to Jump and Glide 


EXTREME BUNYIP 

Rotate the left analog stick to Move the Extreme Bunyip 
in any direction 

Press @ when on land to Fire Selected Weapon 

Press © to Punch 

Press @ to Change Weapons 

Press © to Dive when Swimming on the surface of lava 
= Press €% on land or on the surface of lava to Jump 

J) Press and hold € under lava to Swim forward 

Tap and then hold % to Swim fast under lava 

Press & + then hold & to Jump and Glide 


CRABMERSIBLE 

Rotate the left analog stick to Move the Crabmersible 
in any direction 

Press @ to Jump 

? Press ® to Fire Homing Missiles 

Press © to use Claw Attack 

Press © to Dive when on the water's surface 

Press ® to hop in/out of the Crabmersible when 
parked at a parking bay 


GUNYIP 

Rotate the left analog stick to Steer the Gunyip left or 
right 

Press ® to Fire Machine Gun 

Hold @ to Boost 

Press @ to perform a loop-the-loop 

Press 9 + on left analog stick to perform a left roll 
Press & + = on left analog stick to perform a right roll 
Press 9 + § on left analog stick to perform a dip 
Press + F on left analog stick to reverse direction 
(180 degree turn) 

Press © to release Bombs 


CART RACING 

Rotate the left analog stick to Steer the Cart left or 
right 

Hold € down to Accelerate 

Press ® to Brake/Reverse 

Press @ to Fire Primary Weapon, when you have a 
powerup 

Press © to Fire Secondary Weapon, when you have a 
powerup 

Press ff or § on the directional buttons to change 
cameras 

Hold §GEH to Powerslide 

Tap EGE to Hop 


ADDITIONAL CONTROLS 

Press ® to perform an Action (when there is an | mark above TY’s head) 
Press ® to skip cutscenes 

Rotate the right analog stick to look around TY 

Press and hold to enter TY’s View (First Person Mode) 

Press and hold SGM to Lock On to enemies 

Press directional buttons #/§ to zoom the camera in/out 

Press the directional buttons €=/=> to change the mini-map size 

Press the 2, button to open the Pause Menu 

Press the ,@@, button to go to the Callsheet 


‘RANGS 

Access the ‘RANG STONES menu selection from the Pause Menu or by 
pushing the © button when the ‘Rang Select Menu is open during gameplay. 
You can select from 7 different ‘rang chassis each with different capabilities. 


CHASSIS STONE SLOTS 
Mono 
Duo 
Lash 
Mega 
Smash 
Ring 
Doom 


POuoahWOND — 


BUNYIP STONES 
Bunyip Stones can be found all throughout the Southern Rivers 
District and are used to upgrade TY’s ‘rangs. Some can be 
bought at stores for a fair price, while others must be found or 
earned by completing puzzles or missions. There’s no limit to 
how many TY can carry, so collect as many Bunyip Stones as you can! 
Each type of Bunyip Stone will upgrade TY’s ‘rangs with a different ability, and 
a ‘rang’s power can be increased by using two or three of the same Stone type 
at once. However, certain types of Stones cancel out others and should not be 
used together on the same ‘rangs e.g. Fire and Water will cancel each other 
out. 


BUNYIP STONE TYPES 
Fire 

Fire Stones are quite a common Bunyip Stone, and bestow the elemental 
power of Fire to any ‘rang they're added to. Multiple fire stones will make TY’s 
‘rangs burn hotter than lava! 


Water 

Water Stones add the cooling power of water, allowing any ‘rang they're on 
to form ice crystals in its wake. These Stones are also quite common, and the 
more in a ‘rang, the cooler they get! 


Air 
The Air Stones add a bit of zap to your ‘rangs. Brimming with electrical energy, 
they're sure to charge up anything they hit. 


Earth 
Earth Stones are full of destructive power — use a couple of these in a ‘rang, 
and it'll really go off with a bang... a 100 megaton bang! 


Chrono 
Those Quinkan moving too quick? Always getting attacked? Just add a Chrono 
Stone to your ‘rang, hit your enemies, and watch them slow to a craw! 


Warp 
This technological Stone lets TY teleport between special Warp crystals, and 
higher levels are rumored to bend light itself! 


Ultra 
These Stones let TY see the unseen, and help him to find that which is hidden. 


These Stones are bouncing with energy — literally! Equip them and watch your 
‘rangs bounce from enemy to enemy. 
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Zoom 


Adding these Stones will let TY throw any ‘rang further, and will also provide a 
sniper zoom mode when he's in TY’s View (First Person Mode). 


Multi 
These Stones make TY’s ‘rangs move much, much faster than normal, which 
means that TY can throw more of ‘em! 


Magnet 
This technological Stone adds some extra grab to your ‘rangs. Just equip one 
or more, and watch collectibles flock to you as you throw your ‘rangs at them! 


SHOPS 

There are several shops scattered around Southern Rivers, where TY can use 
his opals to purchase new ‘rangs, buy Bunyip Stone upgrades for the ‘rangs he 
has, and buy weapons for the Shadow and Extreme Bunyips. Generally, shops 
are found within towns, but there may be a few more scattered around the 
place selling specialty goods... 


Use the left analog stick to highlight an item you want to purchase 
Press € to purchase the highlighted item 

Press © to view information on the item you want to purchase 
Press ® to exit the shop 


COLLECTIBLES 

There are many collectibles scattered throughout Southern Rivers for TY to 
uncover, and many of them will be vital to the success of TY’s quest, so keep 
your eyes peeled! 


Game Total Percentage 

Some collectibles (Gooboo Berries, Bilbies, Kromium Orbs, Steves and 
Picture Frames) add to the total percentage on the Game Totals screen of the 
Pause Menu. Bunyip Weapon Upgrades, ‘rang chassis you buy and Missions 
you complete will also add to the game total percentage. Once you reach 
100%, something special will happen at the very end of the game... 
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Opals 
Opals are found all over Southern Rivers and in the Dreaming. 
You can find opals along the path to mission areas, spilling from 
defeated enemies and inside the many crates placed around the 
world. You will need plenty of them to buy items from shops, but 
they do not count towards your total percentage. 


Opal Bags 

Opal bags generally contain a substantial amount of opals, 
ranging from ten, up to the high thousands. Opal bags tend to 
be hidden from sight and placed in out of the way places as a 
reward for exploring the world or completing certain missions. 
They do not count towards your total percentage. 


Crates 

Crates are found everywhere throughout Southern Rivers. TY 
can break open crates with his boomerangs or his bite attack. 
Crates will usually contain opals but some will conceal prized 

Picture Frames. 


Invisi-Crates 

Invisi-Crates are well hidden and very difficult to see with the 
naked eye. However, once TY equips a ‘rang with an Ultra 
Stone, he can see Invisi-Crates plain as day. Invisi-Crates are 
more likely to contain Picture Frames than normal crates. It’s 
rumored that there are Invisi-Buttons hiding around the place as 
well... 


Smash Crates 

These crates are as tough as nails but luckily, TY’s Earth 
Stones are even tougher! These crates can contain all sorts 
of collectibles from opals to picture frames. 


Gooboo Steve 

Gooboo Steve is on the run from the Quinkan, and can be 
found in hiding spots all over the place. If you listen to what he 
has to say and heed his words of wisdom, he might lend you 
some Opals and a Bunyip Stone to boot. Gooboo Steve has 

6 secret hiding spots and finding each one will count towards 
your total percentage. 


Gooboo Berries 

Gooboo Steve has hidden his Gooboo Berries all over 
Southern Rivers, in tricky to reach places. You'll have to use 
your wits to find them, and all of TY’s skills to nab them. There 
are 10 in total, and each Berry counts towards your total 
percentage. 


Bilbies 

The Bilbies have found themselves in a spot of bother once 
again. TY must rescue Bilbies hanging from high places 

like cliffs and trees, or stuck in tangled spider webs. Upon 
rescuing a Bilby you will receive an opal reward. There are 
40 highly endangered Bilbies in Southern Rivers, and saving 
each one counts towards your total percentage. 


Picture Frames 

Each Picture Frame you collect will unlock a drawing in 

the Concept Art gallery available through the Extras Menu. 

Picture Frames are generally found in Invisi-Crates, but can 
also be found on the ground or in regular crates. There are 
120 to track down, and each one counts towards your total 
percentage. 


Kromium Orbs 

Kromium Orbs are metallic rings that can be found in hard 

to reach places or at the end of crafty puzzles. They will give 
you an opal bonus reward, and each one counts towards your 
total percentage. There are 30 of them scattered throughout 
Southern Rivers for you to hunt down and collect. 
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Picnic Baskets 


Picnic Baskets are there to give TY a leg-up when he’s down. 
They will either contain health paws, which will restore one 
piece of TY’s health, or a TY health head for full health. Picnic 
tf Baskets have to be broken open with TY’s boomerang or bite 
attack. They do not count towards your total percentage. 


Bunyip Stones 

The Bunyip Stones are what TY uses to enhance the power of 
his ‘rangs. There are many different types and they are often 
awarded to TY for completing missions and puzzles. They do 
not count towards your total percentage. 


ENEMIES 

\ 
PROTOQUIN ar 
A smallish Quinkan, mere cannon fodder to protect the 


Quinking. The Protoquin has powerful arms and a wicked 
lashing tongue. 


ELECTROQUIN 

The Electroquin adds significant fire power to the Quinkan 
Arsenal. Its powerful ranged energy-ball attack can 
decimate opposing forces from a distance. Electroquin also 
have a diving head butt and powerful arms to use in close 
combat. 


PYROQUIN 

The Pyroquin is a devious Quinkan. It has strong melee 
attacks, and a tongue attack even more powerful than 
the Protoquin’s! 


LAVAQUIN 

The Lavaquin is a Quinkan that feels at home in very hot 
environments, and some have even adapted to survive 
under lava! 


UBERQUIN 

The Uberquin are the elite warrior caste of the Quinkan. 
Their huge frames boast crystalline spines down their 
backs and massive, diamond sharp claws. 


SHIELDQUIN 
The Shieldquin is a big defensive player in the Quinkan 
Armada. It patrols the front lines to protect the more elite 
Quinkan ranks. 


QUINCRAB 

Quinkan treachery has managed to assimilate 
sea life. The Quincrab is a solid enemy that TY 
should be wary of. 


SKYQUIN 

The Skyquin is a large flying 

Quinkan vehicle hell bent on eliminating Bush Rescue’s 
fleet of Gunyips, and causing general mayhem amongst the 
inhabitants of Southern Rivers. 


WINGQUIN 

The Wingquin is another link in the chain of Quinkan 
evolution. This aerodynamic species is capable of death- 
defying stunts at high altitudes. The Wingquin is one of 
the chief threats faced by Gunyips. 


MAGMAQUIN 

The Magmadquin is a powerful floating behemoth that 
serves as a commander of the Quinkan army. Its 
deadly molten tentacles, lava aegis and magma boulder 
attacks make it a formidable opponent, and its tough 
rock exterior can only be cracked by the Shadow 
Bunyip or a Bunyip Laser Turret. The Magmaquin will 
often summon Lavaquin to aid it in battles. 


15 


Magmaquin Attack Patterns 


Molten Tentacles 
These are stretchy agile tentacles used to whip TY if he gets too close. 


Magma Boulder 
The Magmaquin can hurl flaming hot boulders of magma at TY. Stay out 
of their way! 


Call Lavaquin 
If the Magmaquin is under threat, it can call its Lavaquin offspring to aid it 
in battle. 


ZOMBIE FRILL 
Frills aren't too smart at the best of times, and now a lot of 
them have been brainwashed to serve the Quinkan. Watch 
out for them though, as they're not the Frills TY used to 

know! 


DROP BEAR 

Drop Bears are roughly 1.5 times the size of regular 
Koalas. They live in the trees and will only drop down when 
TY walks underneath. 


UBERFRILL 

Created through the addition of the warm-bloodedness of 
a mammal to a normal frill, renegade UberFrills still lurk 
throughout the outback of Sourthern Rivers. 


SHARK 

These White Pointers are common throughout the 
waters off the coast of Southern Rivers, but can be 
driven off by a quick blow to the nose! 
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Don Meadows 


SOUND 


LEAD SOUND DESIGNER 
George Stamatiadis 


SOUND DESIGNER 
Wei-Quin Wong 


ASSISTANT SOUND DESIGNERS 
Peter Wayne 
Matthew Emery 


SOUND ASSISTANTS 
Anne-Marie Weber 
Jamie Campbell 


MUSIC 

George Stamatiadis 
Recorded at Krome Studios, 
Brisbane, Australia 


THANKS TO: 
Peter Sproeker - Big Fish Audio 


CUTSCENES 


DIRECTION AND STORYBOARDS 
Steve Stamatiadis 
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SCRIPT 
Matthew Emery 


ADDITIONAL DIALOG 
Steve Stamatiadis 
George Stamatiadis 


CUTSCENE LEAD 
Matthew Emery 


CUTSCENE ANIMATORS 
Chris Rentoul 
Darren Randall 
John Aitchison 
Jason Stark 
Lloyd Bradbury 
Nicole Stark 
Michael Hook 
Richard Allen 
Caleb Trott 
Chris Archer 
lan Lovell 

Jake Hempson 
Ryan Daniel 


CUTSCENE BUILDERS 
Andrew Bergmann 
Clinton Skene 

JT Harwell 

Russell Ladewig 

Chris Palu 


VIDEO PRODUCTION 


VIDEO EDITORS 
Stuart Mackenzie 
Robert Butterworth 
Lloyd Bradbury 
Tony Parmenter 


LEVEL DESIGNERS 


LEAD LEVEL DESIGNER 
Nic Wechter 


LEVEL DESIGNERS 
Dan Betts 


Don Meadows 

Hugh Winwood-Smith 
Peter Grogan 

Rob Davis 

James Baird 


MERKURY ENGINE 


ENGINE LEAD 
Dave Pevreal 


PROGRAMMING TEAM 
Anthony Wigan 

David Ely 

Glenn Watson 

James Podesta 

Jared Allen 

Jonathan Lawrence 

Manu Evans 

Tom Lowe 

Tony Ball 


MERKURY TOOLS 


PROGRAMMING TEAM 
Jonathan Lawrence 

Manu Evans 

Jared Allen 

Rob Crane 

Zac Congo 


QUALITY ASSURANCE 


QA MANAGER 
Jason Cross 


QA LEAD 
Jared Pearson 


QA STAFF 

Adrian Parker 
Anthony Byron 
Darren Waring 
Jason Hainey 
Lawrence Ritchie 
Manoli Papanikolas 
Matt McKillop 


Michael Marsh 
Peter Williams 
Rania Walker 
Raymond Lam 
Robert Lever 
Steve Adamson 
Stephen Jude 
Steven Robley 
Tu Phan 
Tyson Pelz 
Wade Higgins 


ADMINISTRATION 


OFFICE MANAGER 
Marcia Watson 


HUMAN RESOURCES MANAGER 
Gillian Statham 


PUBLIC RELATIONS 
Leah Emery 
Jeane Wong 


OFFICE ASSISTANTS 
Catherine Chapman 
Charley Le 

Elizabeth Ballantyne 


TECHNICAL SUPPORT 


TECHNICAL SUPPORT 
MANAGER 
Jason Muir 


TECHNICAL SUPPORT 
Daniel Rogers 

Geoff Despott 

Rodney Beahan 


SPECIAL THANKS 
David Rosenbaum 
Andi Gotard 


FOCUS TESTING 
Brooke Kerwick 
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Calem Welsh 
Connor McCaffrey 
Erika Kerwick 
Hayden Preradovic 
Isaac Kambouris 
Jacob Fraser 

Joss McCarthy 
Kristin Wight 

Liam Preradovic 
Nicolas Granata 
Samuel Kambouris 
Zahnn Birmingham 


..as well as the partners and families 
that put up with us not being there 
while we were working on the game. 


Welcome to the World: 


Dominic Cian Coghlan-Wechter 
Olivia Jade McGrath 

Arwyn Angelique Podesta 

Macy Christie 

Coda Jay Fowler 


In memory of Adam Lancman. 
THE CAST 


TY THE TASMANIAN TIGER 
Greg Ellis 


SHAZZA 
Debi Mae West 


DENNIS 
Daron Jennings 


MAURIE 
Terry Gill 


FLUFFY 
Kym Wilson 
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BOSS CASS 
Clement Von Franckenstein 


RANGER KEN 
Chris Edgerly 


JULIUS 
Neil Hunt 


BUNYIP ELDER 
Gregg Berger 


KARLOS 
Nolan North 


REDBACK JACK 
Chris Edgerly 


REDBACK RUSS 
Charlie Adler 


REDBACK THORN 
Candi Milo 


RIDGE 
Vernon Wells 


SERGEANT BLUEY 
Greg Ellis 


BRUCE 
Chris Edgerly 


TIBERIUS 
Neil Hunt 
CHOCKERS 
Kym Wilson 


PARROTBEARD 
Bill Farmer 


SNAPPY 
Nolan North 


LILY 
Daron Jennings 


LENNY 
Terry McGovern 


ADDITIONAL CHARACTER 
VOICES 

Leah Emery 

Mark Darin 

Matt Emery 

Paula Phythian 

Robert Butterwoth 

Sonja Fea 

Steve Stamatiadis 

Tony Parmenter 


ADDITIONAL CREATURE VOICES 
Ethan Watson 

Peter Williams 

George Stamatiadis 

James Baird 

Kevin McGrath 


VOICE DIRECTOR (US) 
Lane Raichert, Raichert Media 


VOICE DIRECTOR (AUSTRALIA) 
Matthew Emery 


RECORDED AT: 
Salami Studios 


SOUND ENGINEER/DIALOG 
EDITOR 
Devon Dowman 


ADDITIONAL VOICES 
RECORDED AT: 

AudioOne and Krome Studios 
Fortitude Valley, Brisbane Australia 


AUDIOONE ENGINEER 
Jesse Gibson 


ACTIVISION CREDITS 


SENIOR PRODUCER 
Randy Beverly 


DIRECTOR OF PRODUCT 
DEVELOPMENT 
Chip Pedersen 


TECHNOLOGY MANAGER 
Chris Arends 


SUPERVISOR OF QUALITY 
ASSURANCE 
Jason Lembcke 


QA LEAD 
Matt Reese 


QA TEAM 

Paul Ference 
Dean Fingerholz 
Vinny Ghilani 
Adam Hunter 
Matt McCullough 
Ryan McMillan 
Madison Meahyen 
Bob Paterson 
Jon Pho 
Thanuvong Yang 


SUPERVISOR OF TECHNICAL 
REQUIREMENTS GROUP 
Chad Schilling 


TECHNICAL REQUIREMENTS 
LEAD 
Rasheem Harris 


GENERAL MANAGER 
Dave Oxford 


VICE PRESIDENT OF STUDIOS 
Patrick Kelly 


SALES 


VICE PRESIDENT OF SALES 
Tim Flaherty 


SALES DIRECTOR 
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REGIONAL SALES DIRECTOR 
Jim Holland 


DIRECTOR BUS. DEVELOPMENT 
Brian Johnson 


SALES/MARKETING 
COORDINATOR 
Robbin Livernois 


SALES ASSISTANT 
Brynja Bjarnason 


MARKETING AND CREATIVE 
SERVICES 


VICE PRESIDENT OF 
MARKETING AND CREATIVE 
SERVICES 

Mark Meadows 


DIRECTOR OF TRADE 
MARKETING AND CATEGORY 
BRAND MANAGEMENT 

Steve Williams 


SENIOR GRAPHIC ARTIST 
Trevor Harveaux 


GRAPHIC ARTIST 
Sean James 


WEB AND VIDEO PRODUCTION 
MANAGER 
Travis Grawey 


LEGAL 

Joe Hedges 
LICENSING 

SENIOR BRAND AND 


LICENSING MANAGER 
Andy Koehler 
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OPERATIONS 


DIRECTOR OF OPERATIONS 
AND PLANNING 
Mike Groshens 


INFORMATION SYSTEMS 
ADMINISTRATOR 
Bob Viau 


ADDITIONAL THANKS 
Ann Beggs 

Mike Dalton 

Bruce Ellingson 
Donna Johnston 
Nicole Lindstrom 

Alex Neuse 

Kurt Niederloh 

Chris Owen 

Janet Paulsen 

Mike Roska 

Andy Spohn 

Aaron M. Thompson 
Jeff Muench 

North American Sales 


CUSTOMER SUPPORT 
ONLINE SUPPORT 


Internet: support@activisionvalue.com or http://www.activisionvalue.com 
OTHER CONTACT METHODS 


Fax 
(952) 918-9560, 24 hours a day 


Mail 

Activision Value, Customer Support 
7800 Equitable Drive, Suite 200 
Eden Prairie, MN 55344 


Phone 

(952) 918-9500. Contact a customer service representative between the 
hours of 1:00 p.m. and 4:00 p.m. (Central Time) Monday, 10:00 a.m. and 
4:00 p.m. (Central Time) Tuesday through Thursday, except holidays. 
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Software License Agreement 


USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW. “PROGRAM” INCLUDES THE SOFTWARE 
INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC 
DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, 
AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. (“ACTIVISION”). 


LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy of this Program solely 
and exclusively for your personal use. All rights not specifically granted under this Agreement are reserved by Activision. This Program is licensed, 
not sold. Your license confers no title or ownership in this Program and should not be construed as a sale of any rights in this Program. 
OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof (including but not 
limited to any titles, computer code, themes, objects, characters, character names, stories, dialog, catch phrases, locations, concepts, artwork, 
animation, sounds, musical compositions, audio-visual effects, methods of operation, moral rights, and any related documentation, incorporated 
into this Program) are owned by Activision or its licensors. This Program is protected by the copyright laws of the United States, international 
copyright treaties and conventions and other faws. This Program contains certain licensed materials and Activision's licensors may protect their 
rights in the event of any violation of this Agreement. 


YOU SHALL NOT: 

+ Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center or any other 
location-based site. Activision may offer a separate Site License Agreement to permit you to make this Program available for commercial 
use; see the contact information below. 

* Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior written 
consent of Activision. 

+ Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative works of this Program, in whole or in part. 

«Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 

Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. 


LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on which the Program is 
recorded will be free from defects in material and workmanship for 90 days from the date of purchase. If the recording medium is found defective 
within 90 days of original purchase, Activision agrees to replace, free of charge, any product discovered to be defective within such period upon 
its receipt of the Product, postage paid, with proof of the date of purchase, as long as the Program is still being manufactured by Activision. In the 
event that the Program is no longer available, Activision retains the right to substitute a similar program of equal or greater value. This warranty 

is limited to the recording medium containing the Program as originally provided by Activision and is not applicable to normal wear and tear. 

This warranty shall not be applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties 
prescribed by statute are expressly limited to the 90-day period described above. 


EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR 
IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO 
OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION. 


When returning the Program for warranty replacement please send the original product disks only in protective packaging and include: (1) a 
photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note describing the defect, the 
problem(s) you are encountered and the system on which you are running the Program; (4) if you are returning the Program after the 90-day 
warranty period, but within one year after the date of purchase, please include check or money order for $20 U.S. currency per disc replacement. 
Note: Certified mail recommended. 


In the U.S. send to: Warranty Replacements, Activision, Inc., P.O. Box 67713, Los Angeles, California 90067 


LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER 
FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS 

BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE 
LICENSE TO USE THIS PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS 
AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION 
OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER 
RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 


TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its terms 
and conditions. In such event, you must destroy all copies of this Program and all of its component parts. 


U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private expense and are provided as 
“Commercial Computer Software” or “restricted computer software.” Use, duplication or disclosure by the U.S. Government or a U.S. Government 
subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer Software clauses 

in DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 
§2.227-19, as applicable. The Contractor/ Manufacturer is Activision, Inc., 3100 Ocean Park Boulevard, Santa Monica, California 90405. 


INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that 
Activision shall be entitled, without bond, other security or proof of damages, to appropriate equitable remedies with respect to breaches of this 
Agreement, in addition to such other remedies as Activision may otherwise have under applicable laws. 


INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, employees and agents 
harmless from all damages, losses and expenses arising directly or indirectly from your acts and omissions to act in using the Product pursuant to 
the terms of this Agreement. 


MISCELLANEOUS, This Agreement represents the complete agreement concerning this license between the parties and supersedes all prior 
agreements and representations between them. It may be amended only by a writing executed by both parties. If any provision of this Agreement 
is held to be unenforceable for any reason, such provision shall be reformed only to the extent necessary to make it enforceable and the remaining 
provisions of this Agreement shall not be affected. This Agreement shall be construed under California law as such law is applied to agreements 
between California residents entered into and to be performed within California, except as governed by federal law and you consent to the exclusive 
jurisdiction of the state and federal courts in Los Angeles, California. If you have any questions concerning this license, you may contact Activision 
at 3100 Ocean Park Boulevard, Santa Monica, California 90405, (310) 255-2000, /Attn. Business and Legal Affairs, legal@activision.com. 
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KOM | 


www.kromestudios.com 


Activision, nic., P.0. Box 67713, Los Angeles, CA 90067 75167.226.US 


© 2005 Krome Studios Inc. All rights reserved. TY the Tasmanian Tiger, the 
characters and related indicia and the Krome Studios logo are trademarks of 
Krome Studios Pty Ltd. and used under license. All rights reserved. Published and 
distributed by Activision, Inc. and its affiliates. Activision is a registered trademark of 
Activision, Inc. All rights reserved. The ratings icon is a registered trademark of the 
Entertainment Association. All other trademarks and trade names are the property 
of their respective owners. 
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